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Many years ago, before Cloud Mountain erupted, raining fire upon the forest and scattering kilassin 


and tarasin alike in all directions, a broader variety of creatures roamed the jungles of Cularin. Some 
disappeared entirely when the fire rained down, but others simply relocated. One such creature was 
the dua-wurm. 


Dua-wurms are rock-eaters who burrow through the underbelly of Cularin, extracting minerals from 
stone and earth. Before the eruption, the dua-wurms stayed well away from the molten rock beneath 
the mountain. But in the years following the eruption, many of the creatures gravitated to the newly 
stable, mineral-rich stone. The mining companies that eventually settled on Cularin found relatively 
little; most of the useful minerals had already been extracted by the wurms. 


The wurms themselves proved quite a nuisance to the miners. Because of "If you'd told me b'fore I come to 
the speed with which they could burrow, dua-wurms could come up Cularin that I'd be livin' on a 
beneath a fresh tunnel and collapse it in an attempt to get at whatever Planet where there's seventy 


: ; : , : different kinds of lizards walking 
trace minerals the machinery might otherwise have extracted. Droids dhe qingles, Same of Em On IE 


were of little use against the dua-wurms, whose acid tended to fry the legs, and where there's ugly 
circuitry of even the hardiest of droid hunting parties, and many living Hutt-lookin' two-headed purple 
beings who went deep into the mountain in search of the wurms either wurms wandering the mines, 
never returned or came back fewer in number than when they left. Wing TO kewe wll ya you were 


crazier than a Jedi with a 
. . . ; . „lightsaber toothpick. But here I 
The dua-wurm is a ferocious creature, quick to anger and quick to kill. It's am, workin' the mines and tryin' 
not a natural predator of most creatures on Cularin, but it will attack if it my best to figure out how a pile 
feels at all threatened, biting with one of its two heads. of rock this big can't have 
nothing but plain old dirt on the 
inside. Two, three more months 


In an unfortunate act of physiology, the dua-wurm is not able to attack is alll cur beekere are ÎR! us. 


the same target with both of its heads, unless it's attacking something ‘Course, if we don't have nothing 
substantially bigger than itself. The angle at which its heads grow from its by then, it won't much matter, 
neck makes it impossible for the creature to orient both on the same since the blasted wurms ate 


another work crew this morning. 
There's something wrong with 
this here mountain. You just 
mark my words . . ." 


person, though its brains are more than capable of coordinating attacks on 
multiple targets at the same time. 


When fully grown, dua-wurms are 2 to 3 meters long and can weigh as 

much as 800 kilograms (they eat stone, after all). They are dark purple in = Gerell Yok'Ril, Proprietor, 
color, and their skin is exceptionally tough, a mass of bruises and calluses 2U7PUrst Mining, holorecording 
developed as they scrape along the rocky underbelly of the mountain. 

Dua-wurms are typically solitary creatures, though there have been reports of a colony living in caverns 
deep below the mountain. Such a colony may well exist, since no one has ever seen a juvenile dua- 
wurm, and logic dictates that they must come from somewhere. 


Dua-wurm: Predator 6; Init +1; Def 17 (+7 natural, +1 Dex, -1 size); Spd 15 m (burrow 20 m); VP/WP 
46/17; Atk +7 melee (bite x 2; 1d4+2 bite + 1d2 acid [see details below]), +6 ranged; SQ multiattack 
(using natural bites from separate heads incurs no penalties to attack rolls, so both heads attack at full 
attack bonus); SV Fort +7, Ref +4, Will -1; SZ L; FP 0; Rep 4; Str 15, Dex 14, Con 14, Int 3, Wis 4, Cha 3. 
Skills: Intimidate +9, Hide +11, Swim +4. 

Feats: Toughness, Power Attack. 


Damage details: Wounds inflicted by a dua-wurm's bite reflect both piercing damage and acid damage, 
because when the creature succeeds with its bite attack, it inserts acid through its hollow, needlelike 
teeth directly into the wound. The acid continues to cause 1d2 points of damage per round, cumulative 
per bite, until it's either treated medically or rinsed from the wound (with any available liquid). Note 
that because the acid is directly inserted into the body, it causes direct wound damage rather than 
vitality damage. 


